SYLLABUS
regarding the qualification cycle FROM 2023 TO 2024
1. Basic Course/Module Information 
	Course/Module title
	THREE-DIMENSIONAL COMPUTER GRAPHICS

	Course/Module code *
	

	Faculty (name of the unit offering the field of study)
	UNIVERSITY OF RZESZÓW

	Name of the unit running the course
	THE INSTITIUTE OF FINE ARTS

	Field of study
	GRAPHIC DESIGN

	Qualification level 
	ADVANCED

	Profile
	GENERAL ACADEMIC STUDIES

	Study mode
	PROJECT

	Year and semester of studies
	3th

	Course type
	PROJECT

	Language of instruction
	POLISH, ENGLISH

	Coordinator
	

	Course instructor
	ANNA KAMYCKA


* - as agreed at the faculty
1.1.Learning format – number of hours and ECTS credits 
	Semester
(n0.)
	Lectures
	Classes
	Colloquia
	Lab classes

	Seminars
	Practical classes
	Internships
	others
	ECTS credits 

	1
	
	
	
	30
	
	
	
	
	2


1.2. Course delivery methods 
- conducted in a traditional way
1.3. Course/Module assessment (exam, pass with a grade, pass without a grade) 
- pass with a grade
2. Prerequisites 
	BASIC KNOWLEGLE ABOUT  THREE-DIMENSIONAL GRAPHIC SOFTWARE (BLENDER)


3. Objectives, Learning Outcomes, Course Content, and Instructional Methods
3.1. Course/Module objectives
	O1
	Student knows 3D graphic terminology and is able to generate advanced 3D models. 

	O2
	Student acquires current knowledge about available 3D graphic tools, follows theirs development and learns theirs new functionalities.

	O3
	Student can use texture and lighting techniques, to add its own character.

	O4
	Student can, without any help, create graphic projects using current method based on own imagination, intuition and emotions.

	O5
	Student can adapt to unpredictable conditions during projects.

	O6
	Student knows about copyright standards and abides them.


3.2. Course/Module Learning Outcomes  (to be completed by the coordinator)
	Learning Outcome
	The description of the learning outcome 
defined for the course/module
	Relation to the degree programme outcomes

	LO-01
	Student has basic knowledge about 3D graphics.
	K_W02

	LO-02
	Student has current knowledge 3D graphics and follows its development.
	K_W12

	LO-03
	Student can create his/her own projects, developing own skills.
	K_U04

	LO-04
	Student can create 3D models by using UV maps, diffuse textures, normals and specular textures. Student can use lighting techniques.
	K_U05

	LO-05
	Student knows about copyright standards.
	K_K11

	LO-06
	Student knows about current copyright standards and follows its changes.
	K_K12


3.3. Course content  (to be completed by the coordinator)
A. Lectures
	Content outline

	Not applicable


B. Classes, tutorials/seminars, colloquia, laboratories, practical classes
	Content outline 

	Introduction to rules of generating advanced 3D graphic.

	Usage of Modifiers (Blender)

	Adding shaders.

	Usage of texturing and lighting techniques.                                 

	Setting up and cropping cameras.

	Preparing projects and optimization for rendering.

	Adding textures in UV mode.

	Painting in Texture Paint mode.

	Usage of Sculpt mode.

	Introduction to copyright laws.

	Physic simulation in Blender.

	Introduction to Rigging. 

	Export to 3D graphic formats.

	Introduction to rules of 3D printing.

	Setting up projects for 3D printing.


3.4. Methods of Instruction
Classes: project work - implementation project, group work
4. Assessment techniques and criteria 
4.1 Methods of evaluating learning outcomes 
	Learning outcome

	Methods of assessment of learning outcomes (e.g. test, oral exam, written exam, project, report, observation during classes)
	Learning format (lectures, classes,…)

	LO-01
	observation during classes
	project

	LO-02
	observation during classes
	project

	LO-03
	project
	project

	LO-04
	project
	project

	LO-05
	observation during classes
	project

	LO-06
	observation during classes
	project


4.2 Course assessment criteria 
	Final grade is based on project and instructor’s observation during classes.


5. Total student workload needed to achieve the intended learning outcomes 
– number of hours and ECTS credits 
	Activity
	Number of hours

	Scheduled course contact hours
	30

	Other contact hours involving the teacher (consultation hours, examinations)
	0

	Non-contact hours - student's own work (preparation for classes or examinations, projects, etc.)
	25

	Total number of hours
	55

	Total number of ECTS credits
	2


* One ECTS point corresponds to 25-30 hours of total student workload
6. Internships related to the course/module
	Number of hours

	Not applicable

	Internship regulations and procedures
	Not applicable


7. Instructional materials
	Compulsory literature:
· Blender : praktyczny przewodnik po modelowaniu, rzeźbieniu i renderowaniu / Ben Simonds ; [tł. Zbigniew Waśko]. - Gliwice : Wydawnictwo Helion, 2014
· Graphic design for the computer age : visual communication for all media / Edward A. Hamilton. - New York : Van Nostrand Reinhold Company, cop. 1970. 
· Druk 3D/AM : zastosowania oraz skutki społeczne i gospodarcze / Helena Dodziuk. - Warszawa : Wydawnictwo Naukowe PWN, cop. 2019.

· 3d FX Magazyn



	Complementary literature: 
•
J.D. Foley, A. Van Damm – Wprowadzenie do grafiki komputerowej. WNT Warszawa 1995
•
Kelly L. Murdock: 3ds Max 8, Helion, 1999

•
Graphic design for the computer age : visual communication for all media / Edward A. Hamilton. - New York : Van Nostrand Reinhold Company, cop. 1970.


Approved by the Head of the Department or an authorised person
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